
Activity: Applying Educational Theories to Digital Play Therapy

Aim: To critically analyse and apply educational theories to the use of digital technologies in play therapy sessions aimed at developing social skills in children.
Scenario Analysis (20 minutes):
A play therapist is working with a small group of children aged 8-10 years old who exhibit challenging behaviours such as physically lashing out and not sharing. The therapist uses digital games to help the children develop social skills.

Theory Application
 Students should now analyse the scenario and discusses how the following theories can be applied:
Social Learning Theory: How can the digital games incorporate modelling, imitation, and reinforcement to promote positive social behaviours?
Scaffolding Learning (ZPD):How can the therapist use digital games to provide appropriate support and gradually increase the complexity of tasks to match the children's developmental levels?
 Psychosocial Model: How can the digital games address the children's emotional and social needs, and how can the therapist create a supportive environment that fosters trust and cooperation?
Design a Digital Play Therapy Session (45 minutes):
Each group designs a detailed play therapy session using digital technologies, incorporating the theories discussed.
   - The session plan should include:
     - Objectives and goals
     - Description of the digital games/tools used
     - Step-by-step activities
     - Strategies for applying the theories
     - Methods for observing and assessing the children's progress

Reflection and Discussion: 
Lead a class discussion on the challenges and benefits of using digital technologies in play therapy.
Encourage students to reflect on how the theories helped them design effective sessions and what they learned from the activity.
